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i imm i ] y-j*mmz<£fr-£tzwmtfim t z tnz 

£&t&bti>tz, mimi<m8k<timizttm-tz,&2 
cDwmmm$:±f&.-t& zbt^mzm^tifzy-j^m 

ntzmmnmizmi&ztix^&z b tumt-tty-* 
mm.. 

[ m&m 3 ] y-^attf t=^*>itfc* i 

MIE^'-t y MciMfiU 
SB. 

t^-mzim<r)y-j»mw.. 

■t)^-mzim<7>y-j*mw. 
cis^6 ] y-j*mmz&frittm&zm7fr?h t 

[IMtq|7 ] y-A»fffc-&*r£fcSS 1 ^B&S:^ 



y-A.m?f±, 3ibLxmi<owi&£®m-t&i&§&%iz 

- * swrr s >as8#<?>*n« £ ntt s *aa£ if 3 
-t^io, aa^#<oassr^m2<oB®ti*ift$* 
s i b £ftm b -rs 

[ mm 9 1 mi <7>B&tif$g£ & y-^«*ft 

-fe y hi:. m2C0W®.tfmt:&3L-t&V--7-t>yhb£ffi 

x.tzy-^mmi-^^X'h'>x , Mism2oBmwfs 

{iB5ie» 1 ^B«tf?fico#ttfflSrlgS-r-l»^^t^'C 
4 T, fifem 1 <3B«flJ*fc»^4JB« 

[ mm i o ] y-A«**M= •/ h 4: . - *>y- a» 

r-j*x-h~>x. fffie-^^-fe y Mi, m^«o«^*tc*tt 
hmmm^t^>hcn-ruyv^m^h^-n.b . 

*^7$^&*, ^^a^^-rsMKB«5aa^$ij 

[ If 1 1 ] y h * 5; ff 3 Bf 

zmn Ltzymxh h tmm i o %m<r>y- j±im 

[ i 2 ] iftga 9miiw ^*>-3aiasi 
^y-AM-/xfAc. fliriay-AiaLasr^f^-es 

imtm 1 3 1 y-j^mmz^hitizm i ^B^twg 

Mldm 1 oB*flHBfc*tJ&*-*» 2 «B««^^^S: 

2 ffM®.mm*m« <?>wmi,zumz*tz>#mwh&i$> 
ittzmfeco a^yyz mimmm^zmm t . 

twrnrntzmmznx ^hzbtnwib^z, y-j^m, 
s. 
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<Mm»xVChh* £i:£«Kftfc-*-*SH8Hl3E» 

t-t&mxm 1 3 xtifi:£jf 1 4ie»oy-Ag«„ 
ci»*3S 1 6 ] «nan2itssu. «e«fra^(=«it 
*Tfl%ttMMiZm»T& * , ztztmt 1 
5faBW)y'-A3£a. 

[ M*a 1 7 ] y- A jfcfrte^iyfcfc ff 1 *>Btt 

sr*-* 1 1 i> t:. mtzm i nmmtzttm-r %>w, 2 comm. 
«wy-Ajiif±. ±fcLTf&i<offl{££iigir&)as8 

#tc*tU ffl«£ff20Btite3^3««£9*<&*« 

y-Avrnnrnzmfrz-thz k^m^r^^y^ 
19] is 1 <ob««$8£ y-*«* 
nifcy-Ajra^fAtioT. mrisiS2(?)amt» 

fg(iH5ie^ 1 oBMtif $g^iSiS#ffl^ (cl6S fc 3r£ Wtt 
«3ElHM<i®«*^7 £ & 4 T\ MESS 1 «0W«« 

[ it*ja 2 0 3 ii*js 1 9 ^mcoy-^mm^^T- 
mz, m&y-j>wmzmTZit&tiit><7>7'ay?jx& 

^»<oB®^«-jaa#fc*ju*cmm^-ta«^ 

IS 2 coigns 15^fl»*£]R 9 

•r* y-AMwati:. ^mt^zk^mt^hy-^m 
a. 

[ ii*^ 2 2 ] fria» 2 o^^ati , frt sa^i 

ki>-r>B3L2ti&Zk£nWLk-f&n3<m2 1 

SBttwy-Assa. 

[if 2 3 ] «rsey-ASffl*i*^-f 4#aM»*<o 
amsrjpjsrf htowm&m% 34 cam.* mesaim 
»#8Ji. m^2com^mzmtmftmsL*\Ji-? 

&2(D&^mzm-&m&m<miL&msct?> z k z 
#st-r&ii*«2 2tm<ny-j±$sg.. 



x*ti<?timft>ti&zk&imk-r&m$i%23fc8i 
moy-j+mw. 

AttZfzfr<vmm£miem2com^mzm7ikz-£2> 
i)\ rnrnm i commmizwr:^ -es m&Mvy&w 
t x ~? xmmti z k ittmk-t&nr&s. 2 4 iztmco 
y-Aiia. 

[000 13 

BtBffiSr^K £ -£ h y- Anaicfc s 

[0002] 

shfc* 4 i 3 tc l y-A^a* ? $) s. i coy- a^ 
a«y-A^a*^^r-s>co3 > h a-jwrnrnztix 
m^fxxi5K>. zmmzumt * 
ti-etwmftzfto zkittmizz^x^ti. 
[0003] k z ^-c-v-y 0 Jtm\a*mm-&y-j±tf 

^t^r^ y-M.mstfimtx^tni. mm* 
i'i-v*<vy-2* : S:&mx't>&k%i-t>tLh. mm? 

Srl5(t4. LfrLZCOX ? Zcffif&X'iimttM§&%ii-^ 
cOB^^tc+^a^Srfi 5 Z kktmmX'&htitb. 

®mgiz&m?'<z*:-?z%\t>it&iTm&%mL%ii- 

>-y(C ±fcLTiH««36»aBLT^4t-^fc:iB^» 
^Jff-^T, iS«S*tC3y hv-7t,z$&jii$ti?> 

mwmtM.& x 0 ^-tk^hy-^mif^x. h 

[0004] 

IftWtfMmLXok-rtmmi LfrL%&t>. yt'J 

m^-mm<r>y-M±mm^y-^ v- u 

[0005] ifcy-ARBBjb. -*oaaa#tcit lt 

at v > & ^ - ^ iz^mmcom^ $ ixjt <5ot-{± . rati! 
[00063 «itf. HRy-Atcgtvc . act^oaj 
BM ( #Jn>aK#*<ifCt>^.5 C t Sil) (cc: 
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ioZblztch. 

cooo7] *z~c±Mg?pm&iizm** *mmmit. 
imcom^&zmz. h y~^mw.izmir & mmmaiz^ 
m&mzmivtz. 

[0008] •t%fr*>*mftw<7)m i comma. m$tco 
^utfhhy-^mm.x'h-ox . y-A.coMtRmzm 

^mzmmm^y-^mm^m^-th z t -e&s . 
[0009] -mmm^i comma, m^com^r,^ ? 

[ooio] *m%.wcom3 commit, macom^** 
^t^y-^^mruyyM.x'h'yx. y-^comim: 

mkmzm^m%y-j*mm?°a7' : 7j±i)mWiZtifz 

[ooii] *$>wcom4commit. mmcomssmizm 
mzmmmm^mmi-^m^z. i&<m®miz%at>ix& 
zt%< ftfenmss&izmmcommmwmffiisti&z 
ttrmmm^y-^mmimm-t^ztx'ht. 
[0012] % hizx.gpRcoms commit. y-j±m* 

x. y-^^mtmmizm^-t^ibcomm^mm^x 
7~£.dzmm-f&ztx'hz>. vr-tv hbit. 
?-j>w&mzmM*imx'h o , fr^tLgfox-m^m. 
coy- a £ wn *im%tm-y-j*m* b'x-h h . 
[0013] &tz. ^micom 6 commit. m^^co 
mmizmmztiz n^-x-h o . mzMmy-^mizaif 
hm^commcom&vmv^h*. nmm^izmh 
tihzb%<. mmtfr-ofifc-t&zttfX'Z. nmco 
^$ *%m^& z t i)*>im%y-£>ms:z$km-t & z 
X'h&. 

[00 14] 

immzmm-tztzibco^m ±mmicomm^mm-r 
zztwit. y-j±mmz-&bit£zwmffimbztiizttm 
i uLtcommmmm^^-t^ z t t>^mzm&.z 
n.tzy-j^mm.x'h'ox . m%y-j±mw.zmm-z>®. 
ffigcomnzm^&mm&m^mmwmmmz' t iz 
mt. 7-j±m?r±.. ^i*tii)*co§tiMigimm£im%iz 
tsmz^htimifih&misiz. mmm®.$miznfc-t 
zmmm^mmwrnt. ^mmmmm.izm.^^ 
# wzm$&%izizmizit&z b^mizmm^ttx^ 
ztzimt?z>-y-j*mm.x'h&. zzx- r»mj t 
imn. mt. mm. mt%t'Amnzm*im%®Mco 

JSTSr^o. r SiJB^j b li±-fzZ>WmzttmLX#f« 

mmmizmmztt^mwmwzwd. ^mmm^- 
Sj tit. m^mizmmmizmm^-^^m.'mth^ 

mfflm^mitmwmz&^-t h^comiizw-i 



hzt ami uv&*. uti&wmwr^mzmmizmf 
t>tix^xhx^\ mm^m>w\mmmmcom^it. a 
m£Mmgiztzmz-£2> z btfx-z h & t><o>$>mm 

[ooi5] ±i^\commzmm-&®.coftmt. y 
-j^mniz^hittim i com&mmz%j&th 1 1 1 
iz. &icom®ffimiznmT&f%2commmwz£m- 
hzt ^mzmmz ixtzy-^mmx-h -> x . mzy 
- ass ^ m^-t h mm^comt zmm-tz 
®£ffit. y-^mn±. ^com&mmzmmiizm 
mzith&mtfhhmisiz. %my-j±mm.z&m-h 
wm>cotonmm-*i&izm&zixx^z> z t zmmt 
~thy-j»mm.x'hh. 

[ooi6] ±.i&Hicommz m&& £ btzitewtm 
it. y-^mmziiifrttmicommffimzzim-t&y 
-j±m*tbt . m i cowi8kffimzttm-i-&m 2 commm 

mZ£&L. y-£.m*m>t>coa-?yVlzttfcLX% 

my- Aga^^-r s w&%comtmm-thmm\ 
it. y-Amn±. m2commmm?:m^iztm^ 

&imti t $>$>®itlzmfecon-?> vz? y-tr -y hlz&m 

l. ut. y-^mkibfr^-vywrnrnz 
tifctsrsizmmm^mzti Kimmmco^m^mmsim 
izm&ztix^hzbZftWLh^-hy-i±mw.X'hh . 
zzx't^yvs tity-2±w&Wfrhmmzixm 
feco^a x vzcoimm 

[0017] mtimMMM&m. m^co^m^m. 

[0018] iM^Acommzmm&hwnizz.ixix. 
mmm^mt. m%.commzft£-t&mm&±*&X' 

[0019] ±K3fi2 comm^mm-h^mt. y-j* 
mfsiz^bittzm&zm.TF-th tthiz^ z tuznm-t 
& \WJicoMm\&*&^&y-j±mm}mx°h'>x . 
y-i±wft±.. ^-rti^commmmWi^im^izwM^ 
^himtfihhm^iz. mmwmmmzttmz-tx^ 
my-j^mm sr mft-t h wmcoimi* mt z>nmz 
'ftoztizx*). aafr&o&e* mmmmmzmft 

z b zimk -r t y-j»9&mfimx'b h . 
[0020] ±Mm2<omm£mmt&fSicomM. y 

-J^Wnlz^h^tzW. 1 coWm&$&n-t& b b i> iz. m 

1 commznm-fhm 2 com^m^-t %> y-^mn 
mx-h-yx. y-AitfT±, ^.bLxmicomigizmm 
-t&m&iztt l$H2 comm*imzit2>&gt> i hz>m 
■&iz. sKy-Ag«*jtf^*aa»o^*3waw- 
&imt:ffdzbiz£ 0. mm>co&jg&mm2com 
mzfavimh z bitrnt-rz y-^rnnrnx-h 

[0021] ±x&S3commzmm-h%tyit. n>f 

*.—5>lz. M*fl6^^{ii9*3S7co^-^t*HclB®0 
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tmztitzmmxM y ^mtcmumftx-h h . 

imztix^&be>Thr>x . ayta-^, urn 
£i>coT-£>.£>. S-f&ic, MfA i o#ST'tot3ye 

D, CD-ROM, CD-R, DVD-RAM, DVD 
-ROM, DVD-R, PD, MD, DCC, ROM# 

Y V •/ 5>, 777 ya/t'J h- >J y ^\ 

ttRAM^-hy •ys^?**tf. w»*^(i*ai<oae 

[0 0 2 3] 3fc(c. fSS^5<OH!SS:IS^-rSI&Hj 

*i <ob«w m*£s$tf-& -y h a , 
[0024] mwmztimt&memm. y- 

7-fey M±, m^Oi£in#£?SW$tf£l£OBffi^3^ 

?ZT-?zmmy-j*m*mzmm-rz>^&t. z<r> 
mmy-j*m*fc*v Mi, huibis 

[0025] m60>WimzMm-&%pm. y-i±mi 
mess i ^B&tif hkcwje-t -s-ss 2 oBf£ffifB££j£ 

mffittzmmm&t. mmy-^m*& 
«, 2A&±<r>ttmy-j±mn±, gi2oB<i«fg£ffl 

K£ffilEHia»»fciS«U mfBJaiZlflS&Ji, ATlEy- 



[0026] £©JB50RH£Hfc*43WItciJ 
WmmX'h 0 . miffin v v K#iWiOfctf>«o«tB y ^ 
[0027] 

iic, ^mi^mmmmizmf^y-^mm. 

1, ayhv-7 2t5£W73-~"/ h (^y-fe-yh) 

[0028] y-i>2SS*ffc 1 te^-A^S: w]|>SiJfW 
^a**T'*> h . Aga** 1 { J , 3 y h a 

-7 2A^^tc ; 3:oT*5 0, Wftt3*?^l 
4 It 142, £^>K«fi0f|ffl*>''i7-i'' J r-y:? 1 
3 1^TUS. ^7ty-A^g*«cl{iCD-RO 
Mffl*;ur-1 0 5£fii;i, CD-ROM^<7)|B|f^ 

v 2«, 4HB««36*»fM-4»ff«k LT^«^^ffil^ 
TtJO, A'. y ;77WtU 2 1 , ^^^yP2 2, 
+^df- 2 3^£ffi;t, y-A<8*#:lfc-9-7-^-y h 
3hSr^-r4n^^^Srfil^T^4. ^JL^/h3 

0-t4^<7)^---y hT'S) 1 ?. -9-^-^3 9 1> J: 
^t^vgf4 0=5rfc'^(i^, 3^ha-7 2(ctg^-T.|» 

n^^^l 5 lfcctt/l 5 2$:*L, y'-A^*^ l fc 

S»^-^H6 0Ji. 3*?? 16 It 1 6 2£3f 
L, 3yhn-72tt7'a-7 h3£ffl5te«*W-* 
J: ot^oTVili. 

[00293 02 t*7-*-AgI^/n v ^ H^Sr-T,, 
y-Agg2|sfrl{i, H2(^-TJ:dfc, CPU/07 
710, t'f^7'n7?llt5j:WyH7'n7?l 

[0 0 30] CPtJ7"a-y7 1 Oli, A'X7h'-71 0 
0, CPU 1 0 1, ^'fy^t'J 10 2, ROM1 0 3 

0 4$r<JBi.TV>4„ 
Th'-7 1 0 Oli, ^'xSr^LTfflSW^Six^x^' 

&mzmm*smzmwListix\->& . cpuiom, ^ 

-f y^^y 1 0 2, ROM103, CD-ROMh'7^ 
7104, y 7 1 1 & <fc tf-f7 > K7n / 9 

12, 3yhp-52^U^7;777^t'J2 1 

y h 3 tCT7-b^.^tC««$ixTV^ 
4. CPUlOIJi, «l!I&AB#{CROMl 031C^ 

SlffU ^«^frc7)^-fb$:^VK CD-ROM H5^f 
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7* 1 0 4 tCC D - ROM#£3*S*ufc£ t 5-^05^ i> 
fc, CD-ROM^^^ixTV^^-'<.^-T--f 
^Afflro^Ar-^Sr^'f y^^E 'J 1 0 2CtKi£ 
t&iac^t^s. -?-<7)f£, CPU 1 o Ki^j-^u 

^£ c d -ROMizmM£tix^&*$twcr>y-jx%m 

iiSfcfcoT^S. ^AcCPUlOlil y-A9SM 

1117-^^/77^7?^*^ 1 1 lCfSL, * 

^f-^Jt^yMt'J 1 2 HC(B8»rflBfc:$ro-CH 
CPU1 0 U>Hfftl.7n/7Afc: I t|,)l!®tt, 
3yho-72K WJif^fi^iifi^ g A 1 <7>ii ft -f 

FajTj^b'x^-^a y? l l fc:tf*>**B«aj*<OiW» 
fciWyH7'n7;i 2tefrir*S*J*aj:tJ<aS!l« 
^if-CftS. >^=e>J 1 0 2«, ±i: LT±fe^ 

-^x»JT*««^rigfc:*oT^6. ROM103I1 

>f=.^-v^ro^5Ao-r<?>istta«-c*6. cd- 

ROMF5^f7l 0 411, CD-ROMA<fW©:5: 
•oTfcO, CD-ROM#|j|»£ft..?>i CPU 1 0 HZ 
%cr>Wcr>T-?£liij}L. CPU1 Olc^JiJWCiOT 
-*£«ainrtS(c>5roT^4. CD-ROMtcti. #y 

JEftf £ CD-ROM ^ £ & < , tila&ai&iKft 
£M9RTOf=fll& LT fc J: v*. ilil&B 1 3 OttATC 
D - R OMfctSttSJiS J: o %7-?mz&* * U tc« 

mt& £ot,zm&LTh£w znxoiz&fe-ttum 

mX'bZ. 

[00 3 1] b'f^ro'y? 1111 VDP (Video Di 
splay Processor) 1 10, ^77^ -y^^^'J 111 
fci^h'f^xyn-n l 2$:fii^-CV^ <> /57^ 
•y:7^*l> 1 1 HCli, ±|fiL^J;aiCCD-ROM^ 
^>^]R^<X7tHm7-*-^3&*1SiW$#l.TV^. VDPl 
1 0(1, /77< -y^^^U 1 1 VZXffi&tlX^hW 

->t, CPU 1 0 lfr&ttte3*i.6H«SjStC£fcB£« 

if-?, ^/xx?hffiSf-?, jttVx? has 

? . h 'J 7 xf- fmizfenX , £K£ift 

(^^ r-'JiSia:) . f?xft7 7ty/«, £Uk 

•5 . %&mvm$8m<7mm&. cpuioiwa 



tllf£i\ t'T*Ji>3—yi 1 2*1, VDP 1 1 Otf 
£j£ LfcHfRr- * £ N T S C -frtfMcvmfecOT- V- £>' 
a >-fi-f-n^L^aJW#S!$ix^^-f y*-? 1 1 3 

[00 32] t')yH7'D7;i 2(1, f»H7tH: 
■ytf 1 20. WVMt'J 1 2 lJJi^D/AayA' 

1 2 2*HB£TV^.6. t^yWt'J 1 2 lfcti. 
-LIEL*: <k p (CC D — ROM^^^BX^ix^^T- 
^♦SWSiVCV^S. f^yKrnt-ytl 2 0J1, C 
PU 1 0 1 =J^>- Kt-^KS-^WC. 

•^"7>-r-'^*U 1 2 ltSlSttSiVC^ -S^r-^^ 
#^-r— ?2:IS^IXoT. DSP (Digital Signal Pro 
cessor) H^tS^< #8X7 x ? htm. )V/ 

Ti-v^mmmzmo&oiztc^x^h. ^ltd 

/Any^-91 2 2(±, -y>7y h'7D*7t 1 2 0tC 
gPW^^fL^^b"-* 1 2 3tcUJ7J^tC«^n-C 

[0033] afi^a 1 3 oti, witftfA^?-* 
WTrrrzii 1 , *y-A^a 1 (c&tOTtttzfliift 

3 OH, ^*EI»«Hc««$fL4y-Aflttftffl^-y<3&» 
'sj&ft&fifc-?— **£BU CPU/D7?10^)A 

[0 0 34] ayy-n-y 2li. S#^y»2 2*H- 

frt><r%mmft\±. %my-j±x'mk%ix$>-~?<7)**> 

y??&«*Wifr-?tzMzm^htLh. ttzayhv- 

mmztixzte®£izn. :«37yh'Wa-7b 

3l t zm£t&£ol,ZtoX^Z>. ZL,\,zn>hxi-7 2 

y-^Sr /<»?r» r^^y 2 1 *^ag^ai t/i o . # 

U 2 Hi, 3>hn-72 fc*lKBa:fc:S8ttT£ a «t o 
K&oTfcO, CPU 1 0 IfrhTftX^ft&zm&LZ 

tix^z. -eLtcpui o ifrhmM^tih. y-j* 
wzmLt&y-j±<?>m?ftf.vi*y-2*<7)f8.®. mm, 

z.tit>Wi.iz.Tr—?\t. mmw^\,z%wmm.m<^ 
i&m*L>y-j*£&m-r&tctb(?>'<v?Tv rf-? t 
Lxmm-t&m. ^vtT-yyx^vzim-r&ztiz 
x o mcoy-Ammcommmi: m%y-j^. 

[0 0 35]t7"a-7b3l±, y-A®2(s:#:l^/i>3 

y h 0-5 2 g^T'iKis$ixi> n -?> nzttm lx §nm 
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xmm&Mmmy-j&atb Lxmet&t o izm 

rtc&*VC\^4. ftttWfcli. ■*7'3.--yh3iZ. CPU 
30, 4>f-7x-X®8&3 1^ RAM 3 2 .. ROM 
3 3, ^SIh1SS3 4, Xt- *35. b'X^/|g«)I5IS§3 

6, exvas?3 7, soak^^s. -^r^x^ 
9fcj:tmf£4<:?vP4 0£<ii;t.T^s. 'f^-?! 

-X0SS3 1(±, 3 >-h 0-7 2^^-^^5(1*^ 
fgt^rot^S. RAM3 2I1 C P U 3 0 <0Wfi¥ffl£ 
k%r>X^&. ROM33li. Sgt7az 7 h3$ri 

^my-^mmt Lxmftmt&yvT^y^tfimzti 

mT-'-ftfrntoztix^z. zcDWMi&T-tiz. y- 
a«*«c i r^Bg s ti h mm izttm ttzmmt^^x^ 

S. %&®K3 4tt. CPU3 0<OIW»t:J:0-JEffl* 
tiCMTOC^^tt^. (34, 35) it 

fc. ffigfttfttt ( 1 kHzgJK) <VS«»]tttt«(Cl8» 
nrtgt=^-C§ 6 i>cr>%t>l£7?-%t'i&cOffij£X'hi: 
\,\ b'XV'IBlfitElSS 36 Ji, CPU30 coUWzX 9— 
5£JMi£fSOT|gSI)fI-Sf t . tl/I? 3 7 « i cr>m 

^xts Lxw&mm£ML-feMm<7>m®iz$m*im 
tz*r>x^&. ztit> (36, 37) itmmm^&t 

LXcryWMmimffiX'h K> . fl£tfjaflMBST*!lfliSft. 

-CfcJ:^. j^F^^SSttt'T***'.;***.. C 
PU3 OOMfftcJ: Ob'x^^'JOiSB-r-^SrjeBr 
"JUUcflDSSfu t/t-^ 3 9«, t'-f^^'J fctl 

^$ixT ^4«B-r-^ ^mmm^^mizm^ixx ^ 

■S. . £ tit, ( 3 8 , 3 9 ) (i^Mtt#^*^fctt-S L 
•Otfllf iU. CPU30I1 ROM3 3fct8tt$fifc 

LT-f V^-7x-X0S§3 1 1 A» 

-£T fr ^rlifa^T'-^ * R O M 3 3 A^lAlRo TIT 
3 9 fcS^£ix&IiJB<a£H$nrS i o izfr-o 

CPPU3 0«±^ffils]if&34$ri8^$*T^ 
CPU3 0tttxv08^EIK3 6*«8ttUC3 

[ o o 3 6 ] 07 1±, la i t^^ss i <vmmm£%m 



9 2 con*? ^i;iafg»^-c'^ s^-c** . y-Atg# 

fltli;3>'bo-52 £ J: oTy-A&##(ffl-fe y h£* 

[0037] (»#c7)SiHj) *y-AS»ictj*t 

k Vv,*:* h-'J-^'S^^fL^. y-AJ&fcffcHeJ; 
oT^-f yt-? l l 3(c{i^coy-AiS^iO<g®^ 
i«*«3»S*lS. —U. t/az 7 h3«t/ ; E^ 

3 9cti. ^^t-^ 1 1 3(ca^$itiy-Aiftfl. 
(cttiBLfcrt^MBBtfa^Sfi*. t/a-7h3 

ax 4 >*-9izt$it me&imvFt* 

^^v99<r>it'^ rsifI#A£>j fcv^fcWfir&tf. if 
/a-7f3ttC^+5^^ifm tY^Vis- 
k*&$*U -t^x^3 9 WiilftSrtT^^df 

-9-^xx.y b 3(id(7)^-v5^^^ 
«^-T4 i"J3l*aSlj k^$ix, t^-^3 9(;lijS 

I 0 0 3 8 ] ^CH3fcJ:tfI24c7)7o-f-v- FtcS 

tfl, m4izv-73--"/hizinf&mmmz^Lx^ 

[0039] y-AS** 1 i±» B«0»W^>f 5 

( <rU<f *i:iH]»8«[g) rk^iif^ft-f-kroy^Aic 

-r^iot^roTv^. CPUl o umm?j $.y/ 
izK&tvft-h (SI 0 1 ; NO) . li^-rsy/'c 
^Sk (S101 ;YES) . «#ft-tc7)*ii^y-A 
t^S SrSft 4 ^ - 9 Z^m L T y- AJftSS-fi 1 3 

( s i o 2 ) . -r^*><?:co7P-AT^-rs^f^7 

iSQBWiBaSr^JftS-tirifcAojn v> H^B®y'-^ 
S: h'r^-yo fcMff-r^ . iCt, C P U 1 0 

y-AMfiLL. *r73---vV3\,zm&Ltz4'<-> 

V Ltzti^ti^ ®&t& { S 1 0 3 ) . 
[0040] Z0M^>hkli. h3lzmtz 
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urns (a) ^06 (a) in ^ybtm^th^m 

^jSftgZtltz*)^hi$mZ : *LXhZ>. 05 (a) 

x . iss2^*>'m^-ri» ^ -v 5 ? ? t ^wra^motss: 
(a) x-iz. wm { msmiz rmn&j izmi^titzy 

7jl- . y h 3 ^*fW & i 0 lz$s I X l "> h . 
C0 04 1 ] ^vh#3S£L-ov$r^*§£-fc;(i ( s 1 

03;NO), CPU1 0 1 \£&.<7)W!M9 4 X VV3.X 

#o ( s i o i ) . ^^yhA>mu^ ( s i o 

3 ; YES) . CPU 1 0 1 \i^<T)^^y b^ftgWE 
>y b3tciHfi^-S (SI 04) . avyKtUli, if 

7^-?izwr;Zitz>'<.zwiwm&m-f&?'?yb*? 

[0042] —-?)<7)7r-?2-- y b 3 TJi » r?W H £g 

ft-r ( S20 1 ; no) . oiybt&m- 

ht (S201 ;YES) . C P U 3 0 lia-?y bcoft 

^^CLtSr^LTV^ (S202 ; YE 

s) , fflmm 4izW&&±a-?y\:£}}ij}-t& (s 

2 03) . faSEI»34tt*Wfi^3V>'H«r»fC. 

^fikLX^m^Zli (S2 04 ; YE 

s) , cpu3oi$f^fmm\si8&3 6t,zMmmi3-? 

y H £ ffi^J-T S ( S 2 0 5 ) . txVffiMUHB 3 6 ttjg 
37>Kt»«. tx/ff 3 7 £»> 5 * 

rfmmmitzixMZ ti&. zlxowy izftmz *tx c 
pu3oii. **>>r <y b*9mwsuz&& Ltzmwm 

zw*-? 3 9 fc^F^-tfS ( S 2 0 6 ) . 

[0 0 4 3] aixhmmm-xw.±. mtims^me 

lZmLtc£d%®ffiX'1fflX'*>&. WBlzZ&ffl&m* 
05tc^-f. 05 (a)CStJ:a(:/:-<^-^ll 

3 jcaea* t ? -r <'A-& wrfm^ztix v t -r h x\ 

y73---yb3lz^m i mL-tZ>. ZLXm5 <b) iz 

^3 9tc^$ix^». zwtmzi&mim&K.x')* 
[0 044] muzxhmsnmime^zTr^. 06 



(a) tc^-riat^-f 1 1 3tc rjggggj 

ICJStTIf 73-- -y h 3 tc««36*«±-f * . * LT06 

( b ) izak-tX o lz rgg^DSj co4 y^-StmzU. 

fcLx^hmwmtv^-fizm^tih. ;ct5» 

[0045] **J-9-^-^tc*5^4inS*<^t 

[0046] 4^»^»COF*l«tC^ti5r^f7t^«» i t 
Wot. s«Jffimcort«^ilflS#(cBi^$-^l»i:d{cti 

itfrtczmmmn Lxmw®<on®z^-tz t t^imx 

[0047] z\cd£ o izifmLte^y-j^itkftwmwiz 
mtxy-^m^itm^^-7yb^7J--y b 

3 izmm-ttHi , i # y h £ h 5 Vi^- 

[0048] ccT) i a iz^m i comimmiz Mi s ja 

2)*mi<7)mmmizxtnf. mmco&mzvrHnz 
is^xmnL. y-y^-fizmmft&zm^mzffifiL 

w&ztih. mmiiz&mt^^fc^x&mzv 
yjL- .y bizEZ&L. &<amsmtztae>tL&zk&< 
mm^mumL, zKiznm-? ? zt&x- 

# & . ffl¥<ajeS6£fciifs#3fcrt: ; t i fBjcOiSSSmtc^l 

e>tttft> . 3SuKd8#uffisgw«&K[f»-r * i fc 

L^WT', S»=fT*^4i»S!S*ifi:R*oSaiW8ll 
j(M8#»4JS«l*5%^1B«fc:J:-aTfl!KO 
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*m&~fhZkWX'Zh<7>X\ f&mfritzy—^slr 

4) *mic?>mmmizj:tnx, y-^m^Wk^-yj. 
nm:frttz>zkw%^. 

(zcoi&cozmM) *m»i±Mimi<r)mmmizitm 
zti&zt%<m« tz$m Lxmm-r & z t tf*imx-$> 
■s. mm. ±i^mi commmmx-a. ^7^=.?*® 
m-t^yj---/ hi,m^^mmm^mmzmtx^^z 

mx 2 tzii-ttcomwmomwz y-^a**^ 
MW&T-?zm%m-*mizffi&Lxi>^\ z 
commzxtiif, *r73-- y hummmcom^, *=fu 
^msco^mmzmt zzkiztcz. 
[0049] ±Kfii i commmmx-tt. mmm^ 

ix^mmL^®kmm%±^®t zmttzfiK z 
tiizmfezti&ztit*^. *¥tmi. *4 >^-^i,z 
^zK&y-^&izvy^-fmmtft^hm; 
i mm t umiz+r?*. ~? iz&m z t z±m tx 

iziis mt&zb ^m^Lcox-htLimmim^i: 
vxum^mx'hh. mm, ^-y^-yVizvyn 
jmz&xMfrcomm£m^mMM$i^%t. tjx^mi 

vxtzi&Ltzmm.conmz^hzktfn* u*. 
[0050] iKiz*m i nvm2cr)mmmi l zr>^xffl s M 
-?h. zn%2<n%mm\t. m*m9n^.i ocomi 
<c*tjeu ^coBmt-thtz^t. mm%mmw.*fc 

y-^-y-^m i/^j* zmtm^mmgiz t^xn 
mi,zMftz^htt<r>y-j±m&i'X^jLZfem-hz 

klzh&. Z^XT^aM^ms^L, Zt>lzz 
co^Xr-^nmm^mWfu -y ? 0*1191;:*-?- . 

[0051] msiz&^x. y-&m&#i izmmcoa 
i-7h3 mm $ tix v >s . y- ais** net, v ^-c 

t*3MR»$r4ffc3SS§*i* .1^400 liJKDBffiO- 
fFJT'fc 0 . A , B 2 ( W. 1 OBflMMR ) 

[0052] h 3t±. H2coB®ffifg^^ 

■ri»i>oT'$)0, zowmnmznmLtzwmwyj- 

-•y N<7)MS*^gi5C^§ixS. 0 2, 



oTv^AXdBco r-g^j amk. *<nmz>m.<m 

ft(7)y\'yi-i/ 3 y ( l . OOO, 2. xxx, 3. A 
AA) ijmyik^ttX^h. mmiiJ^VYu-ya)^ 

rHiKj ^)*i:«rtti:**»2iOB«fl!«t:Ka'*-6. 
[0053] 09fcfewt . %W^gt<±» mSfctf* 

ruiftj Z^mfrtzf&.AtX'izmfZithT-vt'vMz 

x r>xmnzti&m&%mx-hh . T-^<sM#at 

[0054] ©JRB#St±. BTOS¥S(c*<JIS^$iJ^. 
•JBRji^ttiSii*. B«5&a¥S«. 3>hD-5H 

mi. mmm2wmmm (400, 402) 

[0055] vziz. zcDixXT-A&mitzmm-oxmfo 
mzmm-tt. 

[0056] zti&w.X'$.w<?)7-JMk l 

xmm-z>zttfX'Zz>yy r i---y hiza^x. m^w 
k Lxnmwzifx z-y-^mmzmff-tz . rmwii 

CO — $iX'$> S . 

[0057] mm^ii, -9- f j-~ -y \-*y-j±mzmm 

Z k lz X ~> X. ^73-- -y h ftco^ti? ft.O«Kfc:HW 

[0058]^^'. MgmtK y-U>®*ft±.X'ZC0 
Wm±£mb*t& Xh Sr rj y h 0-5 Zft LX'ir o Z 

kizxK>. ^cox^mmzmtrzmm^->^m.m± 
cofflx-mfTHZtiz . 

[0059] i^«Hy-A*%as*is*+(c. mm 
% « a# g co n y h o - 7 ^ ^i- l x # a •& mm. iz m%. 
comtmzmiti-t&zktfx'zz,. mtz%n 
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fcommmiR wf-* *j*>y) . x<4*+ 
77?comjim<omiiV) i $>&. zom&cotzMz. mm 

R£HiS (3*2 Sift) £*^$-tM>. 

m-t&wm mi mm tia. «woaHS#a»s>K>trts 

&. KawR^4 0 0,40 2-?5%3*rt:KflU2. ^ 
>y h fc:ffc^£ LtzW&cr>WLfe<7)tz>sh<?MWX'fo h . 

osKoawcatt-e* * tmm&m* a tit. 

coo 6 0] wcfflm^x'h&ztzto^^mmg 
t>K mfemmcD&*t,z&&&m£tttfi?xtemcDim. 

ZlYLXiXm-&Zktf'&«l,zLXtiitZ>. ZZX\ & 

s b a* •* 5 ? * t* & Ltff hti&wmum 
<?>— wx-hh. clou*, io^^-eosiit^-ts 

ttfc«i*IBfc:RJt££7L.fc 5 »8##atr 
t\M4, £<0lSHH£»ifc-f y-A«*«:c7)C 

Mf3*iT^*fcflKUs*fr. iflUUMI <«») 
[00 6 1] <r?);k-^>"Ji, f£5£*t^fc3rl>*-V7? 

^X'hhZb^-f rftd««frj iO^SrLT, f&<0j& 

Mfffimzti&mwBmtm ^co^m^th zbx- 
?ttzmbb%^i>(?)X'fc-oX 

[0 0 6 2] Cl<7)3i:5rH^-r§?t^, flld/l'-f-V 
£Hfrti>c PU14, 0iot^i-J:3(c, ftf, ^a- 
5? 9 (,zMLX^&mcr>tcibco^m s hr>td^S^ 

rnrnv. zcrtx-fitfhitzm^zit. tvae. 
<r>*^)%&iz-mw^hm<n?&mmzmfr$-h 
( s i o o ) 1 1 t>i£. ffi&nmmwmMwmzmM 
nm#mm> ( s i o 2 > . <x^x\ RjeasMtrr 
Ltifr&trtftmzti ( s i o 4 > , ztt^n^iti 



k . H<uaasiiiias!ia***iT§^«. 1 1 rjel*: 

??*<m&* 7 2cg.\-,X4V)V-1-v\ l z®h%-$h« *4 

[0063] z<7)m2<7)mtmmiz]s^x . 

i a- 9 ? * fc*t LT -i^'i: 5r ^>=SrV ^MS(4#-f 

-5 2Sr^LT-9-y^-y h 3£if£jMWt-;fc&„ 
JL^ -y h , C O^r -v 9 ^ ^ WfBtFr^oy- A 

7t,2otcRS<iix-r, 3, 4^3yhn-7S^'-A 

X'h&. 

[oo64] mzxftwnm 3 <r>mmmiz*o\, ^xmpn 
-th. Z0)m3commmmiz. i*«i3M2o^ 
mznisL. znswk^&tzzii. nwy-Mz& 

ttvmzmbtvttwx o \z-th zbx\ ttmo&^-z 

Zbizhh. 

[ 0 0 6 5 3 Cl^3<?)IISfe»©{ctJV^T®ffl$ 
a^ 7 b3j3^^ 1 6 1 t 1 6 2*#f 

^mm^-y/ui 6 0£frr&zbZc<. ayvu-? 

2<T>n*7? IzmmW.-? h fSi§ > -C» -s T <» J: V 
dd-Ct4, H7(^L-^«^^'-A^B*^l SrJgffl 

■t&zbbL. pm%mtfLe>miii. i m?h . 

[006 6 3 ^OlS3tfOSIS6<O^T'aSffl$*l.S 

(S^' rK'J-AdfA-Xhj -CftO, CD-ROMffl* 
;^-10 5lC(4, r 7^'J*y77 b^-7U- v-Sjl 
U-yaV y-AV^h (CD-ROM) j 3&^^$ 

[ 0 0 6 7 ] 0 1 1 (CfcV^T, y-^.li** 1 IZWMCD 

y b 3 tfmWtZ ilT ^ 6 . A^** 1 tCtJV ^ 

umizttfc LfzmrntiK y-j±m*ft 1 «^§^f 

ist'%m&%b'iz$&kisti&. 0i2^^a^jn<, 
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??f 500 {iHuKf-L-" t*H®<7)— mvh 0 . T*V*jy 
y ••/ h 7 •< -IV Y £ . -^rc^MKffl^ffl* 1 *>M> 

[0068]t/a-7h3li. SB2<Dfitgst[tf8££j£. 
-•y h<DWL£k&*mzWji2tl&. mi 3lz5jkZi\&1ta 

< , o 2ii%ti?tiz<v$ivmm<r>— rnx-h k> . 
Mtimmsiw7'j---y b 3 o 2 ) -eti. # 

^C07^-— X — i/3> (T7t- P<^^3>-, I7t- 

502a. 502b, 5 0 2 c ••• 5 0 2 n#fl^£fi.T 
v*4. Srfc. ^mmcovy^---/ b 3 (,z&\,iX t> . ^Mlm 

ixx^l. 

[00 69] ZZX\ iS^* { 3 y bn-?<r>%ffe*- 
^^tT!ff^X>f -y^-^^-r-l.i:. iliiRSft*:* 
W-yf-*^lK^$^ Z\<F>X4 •/l-l l zMm-th-=i-?> 
btf3>bu-7frt>7-J>.m*mzmiiiZtl&. 
iK&^SB J;:^ 5 ixtz r x -Y -y ^- j i: 3 v >- H i: *«* 
2^H^tf^M^-r^». 

[0070] -ftch-h. QMcommzli. r, N k/u j M 

3}L<vwm\,z£*)m?s-thffi&Lb%->x^h. z<n>tz 
tb. mAzmmma. m^z^mimhix-nz^^m 

[007 1] klTt. T* V #yyyb X—lV?—J±<r> 

mm>mzr>\^xm\ scoya-^-hizm^mm-t 

[00 7 2] ttWM^tOffiX'* v7*ym (^Fd) X 

[00 73] <Jcfc. ^-vrxyZt-otzl—^tf&Mco 
3 5t- KcOiiL^^^ffl^ffliy-^^ -y 9 *-fh Z t 
XU-£tfWlteZ1ri& ( s 5 5 o ) . 

[ 0 0 7 4 ] * -y 7 Ztvfctf-frZ^ffliOW^Wtm 

[0075] #JSc^<7>ra^«i. r ^ K/V j 0 . ZCO 

fc>3. Sfi®ll^7t^7^-^v-3>-^^-r.|. (S5 
5 2. 5 54 ) „ 

[007 6] Zcr>t§-&. ^m3cnmmWX'\t. ftilO 
MB (TViBf) tctt, r^H;l^j n*|BI«fC*&ii: 
«r*rBB*«* ( S 5 5 6 ) £*U>#. Ml. Sftt 
ffifl<07*-*-i'3 vUXMi^SixS:^. dcoUX 



•y h 3«0*^®ffl±^^$ixS ( S 5 5 8 ) . ZCOtz 
ft. ftWU&V^WMIftfc, 5^«0«#<Dfls«*fi&*l. 

7*-^3>-£;&5&r.g>.r,ha*T-£6*: 

[0 0 77] 7*-*-^ 3 Vc7>JM*R<i. t/a-7h 

\1t>tiX^& (m^ZtlX^Z) fcft. Hfr&li. #M 
•tl»7*-^->-3 Vlznm-t&X-i y?-£»S?U W 
5gO*&#£*frf £ ;kt(S560) . X>f vl-tfR 

il. =g-af£5g**3r£*li. ( S 5 6 2 ) . 
[0 078 3 ikmmii4[E<vy'?y (7*-^ 

> ) coffltt 10t-K VXlMts Z tX\ ZhdzA EtfOJSc 

mt (yr-xb^y) zn&ztWX'Z. y*-y 
vynmzio^-bmfr&zttfX'ttfr-ot^^z 

ti. %&tf&ftth (S564, S566) . 
[0079] 3rfc. SSixyFV-y^-C^SrJift.&Ct 

[0080]^, ±!6»3eOSI^«T<i. £ii<0B 
® (TVlffi?) ±lC(i. rysK^j fif<07*-^i/3 

ilOMBtc SKS7 * - 3 >V X b S: aSrt & <t 
tcti. iD^'^^T'JL^-y hT^*^$-fri.£^i,^ 

<. sav^i. Mma^mi,zi3\*xtm<o&.-&^tf±z^ 

*3&HBP I'Sr Z t ifih h tztbX'h h . 
[0081 ] -liOid^-^Mffi^O^Ji. 014 

L, X-f y^-503Ji. 5«am(a-c«^*^tgi:^-5 

TUS. fcvI^-C. 7*-^-y 3 yWMi, 5^ 
iiLhft^/cft. *m3cr>mffi.BmX'li. X9u-)V^. 
Zftmi. X^a-;^fg^[6]$rH^En5 0 4tcio 
T^L. *>oia5fcli*B&LJt#. ^?n-;U§iiTV^ 

[0082] ^7t. ±iem3co|liifi^.-C'(i. 3yhn 
—5 2\tZttW,<7)fy'3-—"/ b 3Hzy4r—x—i/u yjx 
bZi&it&XoizLtztf. -ustizmmznx^&mm 

tmm* (PDA) fctf>|8J-CSttU HUl2-9-7'J-^.y h 
3tc^-r-5.7-*-^^. f-^fcittSavyKf-i' 

tffli. ilfi«5|«flB**r4*1WHS^PHSl:(^)ia 
"CjMSfi"f ^ C LT t> i ^. 
[0083] 
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i>rzwm$t<zv&tc*imx'h&. Lfz& 
[0084] ifc#iWWHc i*uf . %«#t:«ib(cj: 

»n«ri8fc:»ja ttz<vx\ mt<om&izmuzmmmm 
mk<r>wk^m*mm Ltz^-^i- v ^<r>y-M.\,za\ > 

X. &ft#f=WHlc. 
[0iB<Ott#$rfiWn 

h. 

[i2]ii <rmi8msn J f-J>8St<n7xi v?mxb 

[03 ] Jjl 1 Ollit»JBfc:«R6y-Ai6«*«aoiftf^S: 

[04 3 mi<r>mm&mizi%&yy r -t'y hcomft&wm 
[05]*i commmB( l zi&&^m&m *mm^& 
[06 ] m i conimm\ l z&z,m&m*mm-thm% 



[07] m\\,zm^Y-i*i'X^j±<n&$mX'fo?>. 

[08] m2<nmmBmi,zm&y-£.isATJ±cr>Mtt&ffi 
fsmxhh. 

[09] *2c0H^©{^^y-A>'^.7 L Ai0p$ffl7' 

0- y^0T'$>l>. 

[010] m2<vmi&Bmizi&&7-<ui/XTJ±cDMft 

7v—^-\-YX'h%>. 

[011] m3cOSIS£^®(^Sy-^g (070W 

-j*$mtmm v>mmmx'$>&. 
[012] *3«osafijgsitc^&ftiiwiiins (fnfl 

®) <?>IEffi0-t*£>&. 

[013] ^3cOHSS»«W^|»^7'jl^ x htefciSS 

n s v * h mm out nmmxh h . 

[014] ftil^B® (-rW-fHM) tcflg*tf>!BsW'j* 
b Sr*^L3t%^<7)jE®0-Cftl. . 

[0i5] &3<7mmmiz&z>wtfe7u-+*-vx- 

[*W>lfcBJl] 

1- y-A§sa*tt 

2- --3V ho— 7 

3- -9-7"-b-y h 

1 1 ?>■■■* 4 V^-5> (HlO^^a) 
3 4-*H5BR (»Ot*Ja*S) 

3 6-exy»ni» uas&m^m 
3 7-exyiff (ia«f3W**S) 



[01 ] 



[03] 



[04] 




S203 
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Summary. 



(57) [Abstract] 

[Technical problem] Offer of the game equipment which notifies of the timing made 
to observe an individual display, without breaking the view of the world of a game. 
[Means for Solution] In game equipment equipped with the 1st display (113) which 
performs the 1 st image display doubled with game advance, and the 2nd display (39) 
which performs the 2nd image display corresponding to the 1 st image information of 
the above, it has a consciousness stimulus means (34-37) to stimulate the 
consciousness of the play person who operates game equipment. It is constituted to 
the play person on game advance possible [ a stimulus of the consciousness of the 
play person who drives a consciousness stimulus means (34~37) individually, and 
operates the game equipment concerned ] to observe the 2nd display (39). A play 
person can know that individual information will be displayed by sound or vibration. 
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CLAIMS 



[Claim(s)] 

[Claim 1] Generating the image information doubled with game advance and one or 
more subimage information corresponding to this is game equipment constituted 
possible. It has a consciousness stimulus means to stimulate the consciousness of 
the play person who operates the game equipment concerned, for every 
aforementioned subimage information. Game equipment with which making a play 
person recognize the purport which the consciousness stimulus means 
corresponding to the subimage information concerned should be operated, and 
should observe the subimage information concerned is characterized by being 
constituted possible when it is necessary to make a play person recognize one of 
subimage information on game advance. 

[Claim 2] While generating the 1 st image information doubled with game advance, 
generating the 2nd, image information corresponding to the 1st image information of 
the above is game equipment constituted possible. Game equipment characterized 
by being constituted possible [ a stimulus of the consciousness of the play person 
who operates the game equipment concerned ] when it is necessary to have a 
consciousness stimulus means to stimulate the consciousness of the play person 
who operates the game equipment concerned, and to make a play person recognize 
the 2nd image information on game advance. 

[Claim 3] The main part of a game machine which generates the 1st image 
information doubled with game advance, and the 2nd image information 
corresponding to the 1st image information of the above are generated. It has the 
subset equipped with a consciousness stimulus means to stimulate the 
consciousness of the play person who operates the game equipment concerned 
corresponding to the command from the aforementioned main part of a game 
machine, the aforementioned main part of a game machine On game advance, when 
it is necessary to make a play person recognize the 2nd image information, a 
predetermined command is transmitted to the aforementioned subset the 
aforementioned subset Game equipment characterized by being constituted by the 
aforementioned consciousness stimulus means possible [ a stimulus of a play 
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person's consciousness ] when the aforementioned command is transmitted from 
the aforementioned main part of a game machine. 

[Claim 4] The aforementioned consciousness stimulus means is game equipment 
given in any 1 term of the claim 1 which is a sound-production means to generate a 
predetermined sound, or a claim 3. 

[Claim 5] The aforementioned consciousness stimulus means is game equipment 
given in any 1 term of the claim 1 which is an oscillating generating means to 
generate a predetermined vibration, or a claim 3. 

[Claim 6] While displaying the picture doubled with game advance, it is the game art 
which displays one or more subpictures corresponding to this. The game art 
characterized by making a play person's attention turned to the subimage 
information concerned by performing processing which stimulates the consciousness 
of the play person who is made to correspond to the subimage information 
concerned, and operates the game equipment concerned when it is necessary to 
make a play person recognize one of subimage information on game advance. 
[Claim 7] While displaying the 1st picture doubled with game advance, it is the game 
art which displays the 2nd picture corresponding to the 1st picture of the above. 
The game art characterized by making a play person's attention turned to the 2nd 
picture concerned by performing processing which stimulates the consciousness of 
the play person who operates the game equipment concerned when it is necessary 
to make the 2nd picture recognize on game advance to the play person who mainly 
observes the 1 st picture. 

[Claim 8] The storage with which the program with possible making either a claim 6 
or the claim 7 perform the game art of a publication was stored in the computer and 
in which machine reading is possible. 

[Claim 9] It is a game processing system equipped with a means by which are the 
game processing system equipped with the main part set of a game machine which 
generates the 1st image information, and the subset which generates the 2nd image 
information, and the 2nd image information of the above is for setting up the 
weighted solidity of the 1st image information of the above, and the aforementioned 
main part of a game machine restricts the processing to the 1 st image information 
of the above until a setup of the aforementioned weighted solidity is completed. 
[Claim 10] It is the game processing system equipped with the main part set of a 
game machine, and the subset to this main part set of a game machine, the 
aforementioned subset A means to perform the program for the image processing to 
a predetermined display object, It has a means to transmit the data corresponding to 
this display object to the aforementioned main part of a game machine, and a means 
to display the picture for a play person setting up the weighted solidity of this 
display object, the aforementioned main part set of a game machine The game 
processing system which is equipped with a means to perform the predetermined 
image processing to the aforementioned display object, and a means to restrict the 
aforementioned image processing to this display object until a setup of the weighted 
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solidity of this display object is completed, is constituted and becomes so that this 

image-processing result may be displayed on a display means. 

[Claim 11] The game processing system according to claim 10 whose image 

processing to the predetermined display object which the aforementioned subunit 

performs is the processing which performed the program which raises this display 

object. 

[Claim 1 2] The storage with which the program for making a claim 9 or the game 
processing system of 11 given in any 1 term perform the aforementioned game 
processing was memorized. 

[Claim 13] The main part of a game machine which generates the 1st image 
information doubled with game advance, and the 2nd image information 
corresponding to the 1 st image information of the above are generated. It has the 
peripheral device equipped with a consciousness stimulus means to stimulate the 
consciousness of the play person who operates the game equipment concerned 
corresponding to the command from the aforementioned main part of a game 
machine, the aforementioned main part of a game machine On two or more persons' 
waging-war game advance, when it is necessary to make each play person recognize 
the 2nd image information, a predetermined command is transmitted to the 
aforementioned peripheral device, the aforementioned peripheral device Game 
equipment characterized by being constituted by the aforementioned consciousness 
stimulus means possible [ a stimulus of a play person's consciousness ] when the 
aforementioned command is transmitted from the aforementioned main part of a 
game machine, 

[Claim 14] Game equipment according to claim 13 characterized by what the 
aforementioned consciousness stimulus means is the display screen prepared in the 
aforementioned peripheral device, and is a tactical list of [ for waging war of the 
aforementioned command ]. 

[Claim 15] The aforementioned peripheral device is game equipment according to 
claim 13 or 14 characterized by what is been an operating station for transmitting 
various directions to the aforementioned main part of a game machine. 
[Claim 16] The aforementioned peripheral device is game equipment according to 
claim 15 characterized by what is been a removable auxiliary peripheral device at the 
aforementioned operating station. 

[Claim 17] While displaying the 1st picture doubled with game advance, it is the 
game art which displays the 2nd picture corresponding to the 1st picture of the 
above. By performing processing which stimulates the consciousness of the play 
person who operates the game equipment concerned, when it is necessary to make 
the 2nd picture recognize separately on waging-war game advance to the play 
person who mainly observes the 1 st picture The game art characterized by making a 
play person's attention turned to the 2nd picture concerned. 
[Claim 1 8] The storage with which the program which can perform a game art 
according to claim 1 7 was stored in the computer and in which machine reading is 
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possible. 

[Claim 19] It is a game processing system equipped with a means to by_which are 
the game processing system equipped with the main part set of a game machine 
which generates the 1st image information, and the subset which generates the 2nd 
image information, and the 2nd image information of the above is for setting up the 
weighted solidity which is kept secret from play person each of the 1 st image 
information of the above, and the aforementioned main part of a game machine 
restricts the processing to the 1st image information of the above until a setup of 
the aforementioned weighted solidity is completed. 

[Claim 20] The storage with which the program for making a game processing 
system according to claim 1 9 perform the aforementioned game processing was 
memorized. 

[Claim 21] Game equipment characterized by providing the following. The 1st display 
which displays the image which shows the advance situation of a game. Two or more 
input sections which incorporate operation information from two or more game 
persons, respectively. Two or more 2nd display which displays the picture for 
inputting the aforementioned operation information to each game person, 
respectively. The game control section which controls advance of the 
aforementioned game according to the operation information incorporated from the 
aforementioned input section, creates the image which shows the advance situation 
of the aforementioned game, and is displayed on the 1 st display of the above. 
[Claim 22] The 2nd display of the above is game equipment according to claim 21 
characterized by being formed in at least one aforementioned input section. 
[Claim 23] It is game equipment according to claim 22 have further a consciousness 
stimulus means stimulate the consciousness of each play person who operates the- 
aforementioned game equipment, and carry out that the aforementioned 
consciousness stimulus means stimulates a game person's consciousness to the 2nd 
display with which the aforementioned picture was displayed when the picture for 
inputting the aforementioned operation information into the 2nd display of the above 
was displayed as the feature. 

[Claim 24] The aforementioned consciousness stimulus means is game equipment 
according to claim 23 characterized by being prepared to each game person, 
respectively. 

[Claim 25] The aforementioned game control section is game equipment according 
to claim 24 characterized by controlling by operation of a game person whether the 
picture for inputting the aforementioned operation information is displayed on the 
2nd display of the above, or .it is made to display on the 1st display of the above. 



[Translation done.] 
* NOTICES * 



2000-176176 



8 



Japan Patent Office is not responsible for any 
damages caused by the use of this translation. 

1 This document has been translated by computer. So the translation may not 
reflect the original precisely. 

2.**** shows the word which can not be translated. 
3.1n the drawings, any words are not translated. 



DETAILED DESCRIPTION 



[Detailed Description of the Invention] 
[0001] 

[The technical field to which invention belongs] this invention relates to game 
equipment and relates to the design for notifying of the screen which should observe 
a play person in the game equipment which displays a picture . on a controller etc. 
and the two display screens or more in all especially effectively. 
[0002] 

[Description of the Prior Art] Before, there is game equipment with which two or 
more persons enabled it to operate the same game simultaneously. Two controllers 
were connected to the main part of game equipment, and this game equipment was 
constituted, and while each play person looked at the same monitor, it was possible 
to perform each operation. 

[0003] By the way, although many games which think scenario production as 
important are developed, if game equipment is equipped with the composition which 
can give each play person information individually, it will be thought that the game of 
a new scenario can be offered. For example, the small liquid crystal display for 
individual information presentation is prepared in a controller. However, with such 
composition, usually, since it is difficult to pay sufficient attention for two image 
display, a play person has to devise the method of telling the monitor which should 
observe a play person. Simply, a sign and character representation are performed to 
the monitor with which the play person is mainly observing the timing which should 
offer individual information, and game processing in which he is urged to see the 
individual information displayed by the controller at a play person can be considered. 
[0004] 

[Problem(s) to be Solved by the Invention] However, a scenario production serious 
consideration type game has a possibility of breaking the view of the world of the 
game to which importance is attached in this kind of game, in there being also no 
context suddenly and having displayed the sign and the arrow the place where it is 
desirable to advance a game, giving an illusion as if it made the play person buried 
into a game story and became a hero. 

[0005] Moreover, on game expansion, in case individual information is offered to one 
play person, it is to make information offer, without realizing to the play person of 
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another side. In this case, the secrecy nature of individual information cannot be 
maintained in the arrow etc. having been indicated to the monitor which the play 
person is looking at in common. 

[0006] For example, in a waging-war game, when specifying beforehand a strategy, 
tactics, etc. which it lets out to a degree by the command, such a strategy and a 
tactical list will be displayed on a common screen (screen which a participating play 
person can see also by whom), and a strategy and tactics will be realized to other 
play persons by having made the specific play person choose. 

[0007] then, the above — the example was taken inconvenient and the invention-in- 
this-application person hit on an idea to the design effective in the information 
notice in game equipment equipped with two or more displays 

[0008] That is, the 1st technical problem of the invention in this application is game 
equipment with two or more displays, and is offering effectively the game equipment 
which can be suggested for the timing made to observe a specific display, without 
breaking the view of the world of a game. 

[0009] The 2nd technical problem of the invention in this application is a game art to 
which two or more indication is given, and is offering effectively the game art which 
can be suggested for the timing made to observe a specific display, without breaking 
the view of the world of a game. 

[0010] The 3rd technical problem of the invention in this application is a game 
processing program to which two or more indication is given, and is offering the 
record medium with which the timing made to observe a specific display was 
effectively stored in the game processing program which can be suggested, without 
breaking the view of the world of a game. 

[0011] The 4th technical problem of this invention is offering the game equipment 
which can notify of a specific play person being provided with individual image 
information, without being known by other play persons, when providing two or more 
play persons with image information individually. 

[0012] game processing-system **** by which the 5th technical problem of this 
invention is furthermore constituted from a main part of a game machine, and a 
subset — it is offering new ************** for game processing advancing 
smoothly In addition, a subset is the handheld game machine connectable with the 
main part of a game machine which can perform the game of a short form by itself. 
[0013] Moreover, the 6th technical problem of this invention is ** which offers the 
game equipment which it is the content followed by the 4th technical problem of the 
above, and it can check, and each play person's strategy and a tactical list especially 
in a waging-war game etc. can be specified, without realizing as a waging-war 
partner, and can maintain the fairness of waging war. 
[0014] 

[Means for Solving the Problem] That invention which solves the 1 st technical 
problem of the above generates the image information doubled with game advance 
and one or more subimage information corresponding to this is game equipment 
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constituted possible. It has a consciousness stimulus means to stimulate the 
consciousness of the play person who operates the game equipment concerned, for 
every subimage information. On game advance, when it is necessary to make a play 
person recognize one of subimage information, making a play person recognize the 
purport which the consciousness stimulus means corresponding to the subimage 
information concerned should be operated, and should observe the subimage 
information concerned is game equipment characterized by being constituted 
possible. All the feelings human beings, such as an acoustic sense, a tactile sensei 
the sense of smell, and a visual sense, can recognize "consciousness" to be are 
said here. Individual information [ a play person ] to make it sometimes referring to 
in a main picture corresponding to "a subpicture" is said. A "consciousness stimulus 
means" means a means to report the purport which should observe a subpicture to 
a play person, and means all the composition that can stimulate the above- 
mentioned consciousness. Although being prepared near a means to show a 
subpicture is desirable as for a consciousness stimulus means, it may be prepared in 
the neighborhood at the main picture presentation means. Presentation of image 
information or subimage information includes all the display that can make a play 
person recognize a picture, a display means, a monitor, and a display. 
[0015] While other invention which solves the 1st technical problem of the above 
generates the 1 st image information doubled with game advance Generating the 2nd 
image information corresponding to the 1 st image information is game equipment 
constituted possible. When it is necessary to have a consciousness stimulus means 
to stimulate the consciousness of the play person who operates the game 
equipment concerned, and to make a play person recognize the 2nd image 
information on game advance, it is game equipment characterized by being 
constituted possible [ a stimulus of the consciousness of the play person who 
operates the game equipment concerned ]. 

[0016] Invention of further others which solves the 1st technical problem of the 
above The main part of a game machine which generates the 1st image information 
doubled with game advance, and the 2nd image information corresponding to the 1st 
image information are generated. It has the subset equipped with a consciousness 
stimulus means to stimulate the consciousness of the play person who operates the 
game equipment concerned corresponding to the command from the main part of a 
game machine, the main part of a game machine On game advance, when it is 
necessary to make a play person recognize the 2nd image information, a . 
predetermined command is transmitted to a subset, a subset When a command is 
transmitted from the main part of a game machine, it is game equipment 
characterized by being constituted by the consciousness stimulus means possible 
[ a stimulus of a play person's consciousness ]. A "command" means the 
predetermined instruction transmitted from the main part of a game machine, and its 
attached information here. 

[0017] For example, a consciousness stimulus means is a sound-production means 
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to generate a predetermined sound. 

[0018] According to invention which solves the 4th technical problem of the above, a 
consciousness stimulus means is an oscillating generating means to generate a 
predetermined vibration. 

[0019] While invention which solves the 2nd technical problem of the above displays 
the picture doubled with game advance It is the game art which displays one or more 
subpictures corresponding to this. By performing processing which stimulates the 
consciousness of the play person who is made to correspond to the subimage 
information concerned, and operates the game equipment concerned, when it is 
necessary to make a play person recognize one of subimage information on game . 
advance It is the game art characterized by making a play person's attention turned 
to the subimage information concerned. 

[0020] While other invention which solves the 2nd technical problem of the above 
displays the 1st picture doubled with game advance It is the game art which displays 
the 2nd picture corresponding to the 1 st picture. When it is necessary to make the 
2nd picture recognize on game advance to the play person who mainly observes the 
1st picture, it is the game art characterized by making a play person's attention 
turned to the 2nd picture concerned by performing processing which stimulates the 
consciousness of the play person who operates the game equipment concerned. 
[0021] Invention which solves the 3rd technical problem of the above is a storage 
with which the program with possible making either a claim 6 or the claim 7 perform 
the game art of a publication was stored in the computer and in which machine 
reading is possible. 

[0022] Information (mainly digital data, a program) is recorded by a certain physical 
means, and a "record medium" can make a predetermined function perform to 
processors, such as a computer and a special purpose processor, here. What is 
necessary is to have with a certain means, to download a program to a computer in 
short, and just to perform a predetermined function. For example, a flexible disk, a 
fixed disk, a magnetic tape, a magneto-optic disk, CD, CD-ROM, CD-R, DVD-RAM, 
DVD-ROM, DVD-R, PD, MD and DCC, a ROM cartridge, a RAM memorv cartridge 
with a battery back-up, a flash memory cartridge, a nonvolatile RAM cartridge, etc. 
are included. The case where a data transfer is received from a host computer 
through the communication lines (a public line, a data dedicated line, satellite circuit, 
etc.) of a cable or radio shall be included. It is contained in the record medium with 
which the so-called Internet is said here. 

[0023] Furthermore, the main part set of a game machine whose invention which 
solves the 5th technical problem of the above generates the 1st image information, 
Until it is the game processing system equipped with the subset which generates the 
2nd image information, the 2nd image information of the above is for setting up the 
weighted solidity of the 1st image information of the above and, as for the 
aforementioned main part of a game machine, a setup of the aforementioned 
weighted solidity is completed It is characterized by having a means to restrict the 
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processing to the 1 st image information of the above. 

[0024] Other invention which solves this technical problem is the game processing 
systems equipped with the main part set of a game machine, and the subset to this 
main part set of a game machine, moreover, the aforementioned subset A means to 
perform the program for the image processing of making a predetermined display 
object grow etc., It has a means to transmit the data corresponding to this display 
object to the aforementioned main part of a game machine, and a means to display 
the picture for a play person setting up the weighted solidity of this display object, 
the aforementioned main part set of a game machine It is characterized by what it 
has a means to perform the predetermined image processing to the aforementioned 
display object, and a means to restrict the aforementioned image processing to this 
display object until a setup of the weighted solidity of this display object is 
completed, and it is constituted and is become so that this image-processing result 
may be displayed on a display means. 

[0025] The main part of a game machine which generates the 1st image information 
which doubled with game advance invention which solves the 6th technical problem, 
The peripheral device equipped with a consciousness stimulus means to stimulate 
the consciousness of the play person who generates the 2nd image information 
corresponding to the 1st image information of the above, and operates the game 
equipment concerned corresponding to the command from the aforementioned main 
part of a game machine, ****** On two or more persons' waging-war game advance, 
the aforementioned main part of a game machine transmits a predetermined 
command to the aforementioned peripheral device, when it is necessary to make 
each play person recognize the 2nd image information. The aforementioned 
peripheral device is game equipment characterized by being constituted by the 
aforementioned consciousness stimulus means possible [ a stimulus of a play 
person's consciousness ], when the aforementioned command is transmitted from 
the aforementioned main part of a game machine. 

[0026] Moreover, in invention which solves this 5th technical problem, it is 
characterized by what the aforementioned consciousness stimulus means is the 
display screen prepared in the aforementioned peripheral device, and is a tactical list 
of [ for waging war of the aforementioned command ]. 
[0027] 

[Embodiments of the Invention] Next, the gestalt of suitable operation of this 
invention is explained with reference to a drawing. 

(Composition) The connection conceptual diagram of the game equipment in the 
operation gestalt of**** 1 is shown in drawing 1 . This game equipment connects 
the main part 1 of game equipment, a controller 2, and a subunit (subset) 3 mutually, 
and is constituted. 

[0028] The main part 1 of game equipment is a main part of a control unit which 
manages game advance. It is connectable [ the main part 1 of game equipment / two 
or more controllers 2 ], and for the reason, it has connectors 141 and 142, and has 
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the pan with the modular jack 131 for communication lines. Moreover, the main part 
1 of game equipment is equipped with the electrode holder 105 for CD-ROM, and 
can equip now with record media, such as CD-ROM, free [ attachment and 
detachment ]. The controller 2 is equipped with the composition as a control unit 
which each play person operates, was equipped with the backup memory 21, the 
operation button group 22, and the cross-joint key 23 grade, and is equipped with 
the connector which connects the main part 1 of a game machine, and a subunit 3. 
A subunit 3 is a unit for displaying subimage display or a play person doing a sub 
game, was equipped with the sub monitor 39, the operation button group 40, etc., 
and is equipped with the connector for connecting with a controller 2. An 
interconnection cable 150 has connectors 151 and 152, and connects the main part 
1 of a game machine, and a controller 2 mutually. An interconnection cable 160 has 
connectors 161 and 162, and connects a subunit 3 with a controller 2 mutually. 
[0029] The block diagram of this game equipment is shown in drawing 2 . The main 
part 1 of game equipment is equipped with the CPU block 10, the video block 1 1, the 
sound block 1 2, etc. as shown in drawing 2 . 

[0030] The CPU block 10 is equipped with a bus arbiter 100, CPU101, main memory 
102, ROM103, and CD-ROM drive 104. The bus arbiter 100 is constituted possible 
[ control of transmission and reception of data ] by assigning bus occupancy time to 
the device mutually connected through a bus. CPU 101 is constituted by the backup 
memory 21 and the subunit 3 accessible through main memory 102, ROM103, CD- 
ROM drive 104, the video block 1 1 and the sound block 12, and the controller 2. 
CPU101 performs the initial program (initial executive program) stored in ROM103 at 
the power up, initializes the whole equipment, and if it detects that CD-ROM drive 
104 was equipped with CD-ROM, it will transmit the program data for operating 
systems stored in CD-ROM to main memory 102. Then, CPU101 comes to operate 
according to an operating system, and the program of the game art of this invention 
succeedingly stored in CD-ROM is transmitted to main memory 102, and it performs 
it. Moreover, CPU101 transmits the image data for game processing to the graphic 
memory 111, and the transfer of it is attained in voice data at the sound memory 
121. The processing by the program which CPU101 executes is control of the voice 
output made to carry out to the control and the sound block 1 2 of a picture output 
which are made to carry out to the communication entry of data from the 
manipulate signal and communication device from a controller 2, the command 
output to the subunit 3 based on them, or the video block 1 1 etc. Main memory 102 
mainly stores the above-mentioned program data for operating systems, and a 
program, and also offer of the work area which stores static variable, a dynamic 
variable, etc. of it is attained. ROM103 is the storing field of an initial program loader. 
CD-ROM is removable, if equipped with CD-ROM, CD-ROM drive 104 outputs data 
to that effect to CPU101, and the transfer of data of it is attained by control of 
CPU101. The voice data for the image data for the program for performing the game 
art of this invention and image display and a voice output etc. is stored in this game 



2000-176176 



14 



equipment at CD-ROM. In addition, you may constitute a record medium possible 
[ reading of other various record media ], without restricting to CD-ROM. You may 
constitute so that a data constellation which is stored in CD-ROM by 
communication device 130 course may be transmitted to each memory. Thus, if it 
sets up, the fixed disk of the server of a remote place etc. to a data transfer is 
possible. 

[0031] The video block 1 1 is equipped with VDP (Video Display Processor)1 10, the 
graphic memory 111, and the video encoder 112. The image data read in CD-ROM 
as described above is stored in the graphic memory 111. VDP1 10 reads image data 
required for image display among the image data stored in the graphic memory 111, 
and has become an execute permission according to information required for the 
image display supplied from CPU101, i.e., command data, view position data, light 
source position data, object tbe data, object position data, texture tbe data, texture 
concentration data, visual field conversion matrix data, etc. about coordinate 
transformation (geometry operation), texture mapping processing, a display priority 
processing, shading processing, etc. In addition, you may constitute so that CPU101 
may perform processing of the aforementioned coordinate transformation etc. 
Namely, what is necessary is just to assign which processing the arithmetic 
proficiency of each device is taken into consideration, and is made into which device. 
The video encoder 1 1 2 is constituted possible [ an output ] by the main monitor 1 1 3 
which changes the image data which VDP1 10 generated into predetermined 
television signals, such as an NTSC color TV system, and is connected outside. 
[0032] The sound block 12 is equipped with the sound processor 120, the sound 
memory 121, and D/A converter 122. The voice data read in CD-ROM as described 
above is stored in the sound memory 121. The sound processor 120 reads voice 
data, such as a data point stored in the sound memory 121, based on the command 
data supplied from CPU10T, and performs various effect processings, digital to 
analog processing, etc. based on a DSP (Digital Signal Processor) function. And D/A 
converter 1 22 changes into an analog signal the voice data generated by the sound 
processor 1 20, and is constituted possible [ an output ] by the loudspeaker 1 23 
connected outside. 

[0033] Communication devices 1 30 are a modem and a terminal adapter, they are 
constituted possible [ connection with this game equipment 1 ], and the function of 
them is attained as an adapter which connects this main part 1 of game equipment, 
and an external circuit. And a communication device 1 30 receives the data 
transmitted from the server for game supply connected to a public line network, and 
the supply of it into the bus of the CPU block 10 is attained. As a public line 
network, the exception of the subscribers loop, a dedicated line, and cable radio is 
not asked. 

[0034] A controller 2 changes periodically the operation situation of the operation 
button group 22 or the cross-joint key 23 into a code, and has become ready-for- 
sending ability on the main part 1 of a game machine. The manipulate signal from 
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each controller 2 is used in order to move two characters of each displayed in the 
game concerned. Moreover, a controller 2 transmits this command to a subunit 3, 
when the command for subunits 3 has been transmitted from the main part 1 of a 
game machine. A controller 2 transmits and receives a parameter, setting data of a 
character, etc. which specify a game processing situation with the main part 1 of a 
game machine, and read these data from the backup memory 21, they are written in, 
or it has come to be able to do them furthermore. It can connect now with a 
controller 2 free [ attachment and detachment ], and the backup memory 21 
consists of CPUs101 accessible. And it is the storing field of setting data including a 
setup of the advance situation of the game generated in a game transmitted from 
CPU101, the results of a game, an operating instruction, etc. These setting data 
function as backup data for resuming a game from the state in front of power supply 
interception at the time of power supply interception, and also also let them be data 
for reflecting the operation state of other game equipments in the game equipment 
concerned as it is by exchanging backup memory. 

[0035] It functions as a sub monitoring device which displays a subpicture from the 
main part 1 of a game machine corresponding to the command transmitted by 
controller 2 course, and also the subunit 3 is constituted so that it may function 
independently as carried type game equipment which can operate. Specifically, the 
subunit 3 is equipped with CPU30, an interface circuitry 31, RAM32 and ROM33, an 
oscillator circuit 34, a loudspeaker 35, the piezo drive circuit 36, the piezo-electric 
element 37, the liquid crystal driver 38, the sub monitor 39, and the operation button 
group 40. As for the interface circuitry 31, transmission and reception of a controller 
2 and data are attained. RAM32 serves as an active region of CPU30. The subimage 
data in the case of the program which operates the subunit 3 concerned as carried 
type game equipment being stored, and also operating ROM33 as a sub monitoring 
device is stored. This subimage data serves as a picture corresponding to the 
picture generated by the main part 1 of a game machine. An oscillator circuit 34 
generates the acoustic signal of constant frequency by control of CPU30, and the 
loudspeaker 35 is convertible into sound about this acoustic signal. Like [ these (34 
35) are the sound-production mechanisms as a consciousness stimulus means, for 
example, ] the sound "PIPPIPPITSU" used with a cellular phone, as long as it can 
generate the sound of predetermined frequency (about 1 kHz) possible [ recognition ] 
to a play person, other composition is sufficient as a buzzer etc. The piezo drive 
circuit 36 generates the driving signal of constant frequency by control of CPU30, 
and a piezo-electric element 37 inputs this signal, carries out electric machine 
conversion, and is convertible into vibration of a fixed amplitude. Like [ these (36 37) 
are the vibration-generator styles as a consciousness stimulus means, for example, ] 
the vibration used with a cellular phone, as long as it can generate a predetermined 
vibration possible [ recognition ] to a play person, other composition js sufficient as 
an eccentric motor etc. The liquid crystal driver 38 is equipped with video memory, it 
is constituted by control of CPU30 possible [ updating of the drawing data of video 
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memory ], and the sub monitor 39 is constituted possible [ image display ] in the 
drawing data stored in video memory. These (38 39) should just be constituted by 
the play person possible [ recognition ] in the character or the picture like LCD in a 
personal digital assistant. CPU30 displays the subpicture corresponding to the game 
processing in the main part 1 of a game machine on the sub monitor 39 based on the 
program stored in ROM33. And if a command is transmitted from the main part 1 of 
a game machine by interface-circuitry 31 course, the subpicture which the command 
is made to correspond, reads new subimage data in ROM33, and is displayed on the 
sub monitor 39 will be updated. Moreover, when the contents of a command are 
pointing to the sound production, CPPU30 operates an oscillator circuit 34, 
generates sound, and stimulates a play person's acoustic sense. When the contents 
of a command are furthermore pointing to oscillating generating, CPU30 makes the 
play person who drives the piezo drive circuit 36 and grasps the subunit concerned 
conduct vibration, and stimulates a play person's tactile sense. 

[0036] A point which drawing 7 develops the 1st operation form shown in drawing 1 , 
and is different from drawing 1 is a point which can carry out the direct file of the 
subunit 3 to the connector of a controller 2 through an interconnection cable 1 60. 
The main part side set of a game machine is constituted by the main part 1 of a ■ 
game machine, and the controller 2. 

[0037] (Explanation of operation) Next, operation in this game equipment is explained. 
The story that each play person determines action of the character equivalent to 
the characters in a drama by the controller 2, and the scenario production serious 
consideration type game offered when this game equipment operates travels around 
the game world is developed. The imagination picture in this game world is displayed 
on the main monitor 113 with the main part 1 of a game machine. On the other hand, 
the subpicture of the contents corresponding to the game world displayed on the 
main monitor 1 1 3 is displayed on the sub monitor 39 of a subunit 3. Rather than the 
mere controller, the subunit 3 is set up so that it may function as a required tool in 
the game world. For example, the face of the character with which it was considered 
to the origin of the character which a play person operates that a subunit 3 was the 
"transceiver" which this character operates when it was the scene "communication 
entered", and the contents of a display in a main monitor have communicated to the 
sub monitor 39 is displayed, moreover — for example, if the contents of a display in 
a main monitor are the scenes of lurking in the game world and of "detecting an 
enemy", it will be considered that a subunit 3 is the "finder" which this character 
operates, and the indicator of a finder etc. will be displayed on the sub monitor 39 
Thus, in this game equipment, the subunit is positioned as an important tool which 
constitutes the game world exceeding a relation called the controller which the play 
person in elegance was grasping conventionally. 

[0038] Next, based on the flow chart of drawing 3 and drawing 4 , the game art in 
this concrete game equipment is explained. Drawing 3 shows the outline of operation 
in the main part 1 of a game machine, and drawing 4 shows the outline of operation 
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in a subunit. 

[0039] The main part 1 of a game machine generates the new image data based on 
them with reference to the parameter which determines the movement of the object 
determined as every [ of a picture ] updating timing (for example, vertical- 
synchronization period) by the manipulate signal and the program. If it becomes 
waiting (S101;NO) and updating timing until CPU101 becomes updating timing 
(S101;YES), game processing will be performed with reference to the parameter 
which defines the existence of a manipulate signal, and game processing (S102). 
That is, the character displayed with the following frame, the position of an object, 
and a posture and a view position are determined, and the command and image data 
for making an imagination picture generate are transmitted to the video block 1 1. 
Here, CPU101 inspects whether the event related to the subunit 3 occurred on 
game processing (S1 03). 

[0040] This event displays the subpicture of a new scene on a subunit 3, and means 
that the situation for which a subunit should be made to use it as a certain tool 
occurred. For example, drawing 5 (a) and drawing 6 (a) show the example of a scene 
which an event generates. Drawing 5 is the setting scene where there is a certain 
communication to the character which a play person operates, in the game world. 
The blowdown has shown the words by which are displayed as alphabetic information 
or voice pronunciation is carried out. In drawing 5 (a), a friend's character has 
spoken the words with communication which carry out a purport hint toward the 
play person. Drawing 6 is the setting scene of looking for the character which a play 
person operates, and the enemy in whom the friend is hiding using the finder, in the 
game world. In drawing 6 (a), it has ordered so that a friend may operate the semi- 
gill **** subunit 3 to a "finder" at a play person. 

[0041] When the event has not occurred, it waits for (S103;NO) and CPU 101 to the 
following updating timing (S101). When an event occurs (S103;YES), CPU101 
generates the command according to the contents of the event, and transmits it to 
a subunit 3 by controller 2 course (S104). There are a command which specifies as a 
command the subpicture which should be displayed on a sub monitor, a command 
which generates an audible tone, a command which generates vibration. 
[0042] In one subunit 3, if waiting (S201;NO) and a command are received until it 
receives a command (S201;YES), CPU30 will inspect the contents of a command. 
That is, it inspects whether the processing whose contents of a command stimulate 
a play person's consciousness is included. When what a voice notice should be 
carried out for is shown, a sound-production command is outputted to (S202;YES) 
and an oscillator circuit 34 (S203). An oscillator circuit 34 generates the sound 
which resembled the reception notice of a transceiver "PIPPIPPITSU" from the 
loudspeaker 35 in response to a sound-production command. Moreover, when what 
an oscillating notice should be carried out for is shown, (S204;YES) and CPU30 
output an oscillating generating command to the piezo drive circuit 36 (S205). The 
piezo drive circuit 36 vibrates a piezo-electric element 37 in response to an 
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oscillating generating command/Vibration as if the finder reacted to something by 
this is transmitted to a play person. And a command is made to correspond and 
CPU30 displays the subpicture corresponding to the event and processing situation 
on the sub monitor 39 (S206). 

[0043] These consciousness stimulus method is effective in a scene as shown in 
drawing 5 or drawing 6 . The example of a stimulus with sound is shown in drawing 5 
In the place where the purport by which communication will go into the main monitor 
1 1 3 soon as shown in drawing 5 (a) is suggested, sound occurs in a subunit 3. And 
the subpicture which shows the character of an operator as shown in drawing 5 (b) 
is displayed on the sub monitor 39. By the acoustic-sense stimulus with this sound, 
a play person can recognize the timing which should observe a sub monitor, and can 
experience feeling as if its transceiver received communication. 
[0044] The example of a stimulus by vibration is shown in drawing 6 . In the place 
where having a "locator" in the main monitor 1 13 as shown in drawing 6 (a) is 
directed at, and the indicator of a locator is displayed on the sub monitor 39 as a 
subpicture, vibration occurs in a subunit 3 according to a command. And the 
subpicture to which the indicator of a "locator" has reacted to an enemy as shown 
in drawing 6 (b) is displayed on a sub monitor. Feeling as if the play person has 
recognized the timing which should observe a sub monitor and it discovered the 
enemy with the locator by the tactile-sense stimulus by this vibration itself [ play 
person ] can be experienced. 

[0045] In addition, when displaying the rate of change of the subpicture displayed on 
a sub monitor, for example, an indicator, as a subpicture, it may be made to 
correspond to the size of the deflection of the needle etc., and you may perform 
application which constitutes the sound modes for the above-mentioned acoustic- 
sense stimulus (a size, height, length, etc.) possible [ change ], or constitutes them 
possible [ change of the oscillating modes for the above-mentioned tactile-sense 
stimulus (an amplitude, frequency etc.) ]. 

[0046] Moreover, by giving change to the content of a consciousness stimulus, you 
may constitute so that a play person may be made to suggest the content of a 
subpicture. For example, if sound is generated, it is possible for the content of a 
subpicture to be shown by the loudness level, the rhythm, and the melody. If 
vibration is generated, it is possible for vibration to carry out, to prepare two or 
more ways, and for the content of a subpicture to be shown. 

[0047] Thus, if the main part 1 of a game machine transmits a suitable command to 
a subunit 3 according to the scene in the game world to express, it is possible to 
use a subunit as a transceiver at a certain time, and to make it use it as arms etc. 
by using a subunit as a locator, when [ a certain ] another, when [ a certain ] still 
more nearly another. 

[0048] Thus, according to the operation gestalt of**** 1, there are the following 
advantages. 

1) It is possible to engross a play person in a game, without according to the 
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operation gestalt of **** 1, breaking the view of the world of a game, since making it 
correspond to the game world created with the main monitor, and making a subunit 
observe as an important tool on a game is constituted possible. 

2) Since according to the operation gestalt of **** 1 it notified of communicative 
reception in the audible tone and the content of communication was constituted 
possible [ a display ] in the sub monitor, the same simulation-environment as the 
communication performed actually is offered. A play person can recognize the 
content of communication, without moving an eye to a subunit automatically and 
being known by other play persons with the sound which shows reception, and can 
perform operation corresponding to it. Telling other play persons about 
communication having come to a partners play person, since the play person 
concerned can acquire individual information, he can set up the game scenario which 
was not conventionally. 

3) Since according to the operation gestalt of **** 1 it notified of communicative 
reception in vibration and the cause of vibration was constituted possible [ a 
display ] in the sub monitor, the same simulation-environment as the search 
performed actually is offered. A play person does not have the fact known by other 
play persons by vibration which shows sensing, but can move an eye to a subunit 
automatically, and can perform operation corresponding to it. Since the fact of 
sensing is not known by a partners play person and the play person concerned can 
acquire individual information, the game scenario which was not conventionally can 
be set up. 

4) Since according to the operation gestalt of **** 1 the main part of a game 
machine and a subunit have a respectively original image display function and set up 
correlation of the content of a display by the command, don't apply a processing 
burden to one equipment. 

(Other modifications) this invention can be deformed and applied to various, without 
being restrained by the operation gestalt of the above 1st For example, although the 
subunit which controls a sub monitor was also uniquely equipped with the image 
display function, all or some subpictures may be made to control by the operation 
gestalt of the above 1st on the main part of a game machine, and subimage data 
may consist of them possible [ transmission and reception ]. According to this 
composition, a subunit will be equipped with the display of a subpicture, and the 
generating function of an audible tone or vibration. 

[0049] Moreover, with the operation gestalt of the above 1 st, although it had the 
sound-production means and the oscillating generating means as a consciousness 
stimulus means, it is not limited to this, this invention has planned avoiding the 
display which directs sub monitor attention in the game world displayed on a main 
monitor, and making a sub monitor observe automatically. For this reason, it appeals 
to a play person's senses, and if it is possible to make a sub monitor observe 
automatically, it is employable as a consciousness stimulus means. For example, an 
acoustic-sense stimulus means to generate the voice of the tactile-sense stimulus 
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means and those who add mechanical operation of the visual-stimulus meanses 
which a subunit is made to blink a lamp and show some arrival, and the sense-of- 
smell stimulus meanses something which a smell is generated and show change of a 
situation etc. can be considered. It is desirable to make all into the content of the 
stimulus corresponding to the game scenario. 

[0050] Next, the 2nd operation gestalt of this invention is explained. This 2nd 
operation gestalt corresponds to a claim 9 or invention of 10, and the place made 
into the purpose is to offer the game processing system for operating smoothly for 
an operator or a play person the image processing system and game processing 
system which consist of a main part of an image processing system (main part of a 
game machine), and a subunit. The outline of this system is shown in drawing 8 , and 
a functional block diagram with this still more detailed system is shown in drawing 9 . 
[0051] In drawing 8 , two or more controllers 2 are connected to the main part 1 of a 
game machine^ and the subunit 3 is connected to each controller. In the main part 1 
of a game machine, an image-processing means generates the 1st image information. 
The screen corresponding to this image information is displayed on the television 
television machine to which the main part 1 of a game machine was connected. A 
sign 400 is an example of this screen, and the monster (the 1st image information) of 
A and B-2 object appears, and it shows the state where it is developing fighting 
(image processing) in. response to the keypad information from each controller. 
[0052] A subunit 3 generates the 2nd image information and the image 
corresponding to this image information is displayed on the liquid crystal display 
section of a subunit. A sign 402 and a sign 404 are examples of this display screen, 
respectively, and the variation (1. OOO, 2.xxx, 3.******) of the property of a 
monster is displayed horizontally [ the ] as the figure of the "monster" of A which 
the play person is manipulating, or B. If a play person operates the specific key of a 
controller and chooses a specific property (parameter of the character), this data 
will be sent out to the main part of a game machine from a controller. The figure and 
property of a "monster" which were displayed on this liquid crystal display section 
correspond to the 2nd image information. 

[0053] In drawing 9 , a growth means is an image processing performed by the 
program a play person makes [ program ] a "monster" grow [ program ] even from a 
child to an adult by the subunit which operates as a game machine in itself. A data 
transfer means is for transmitting the data of the "monster" which grew to the 
image-processing means of the main part of a game machine. A setting means is a 
means to choose and change weighted solidity of a "monster" by the key stroke of 
a controller, and the setting data is sent out to an image-processing means. An 
image-processing means performs the image processing which incorporated the 
setting data. 

[0054] A limit means is a means to add a limit, restrictions, suppression, 
discontinuation, and a stop to an image-processing means, and the limit is continued 
during the setting. An image-processing means is for performing a predetermined 
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image processing with operation data from a controller, for example, simulates the 
battle of monsters like previous statement. Guidance of the 2nd image information 
(400,402) of the above can perform the key stroke for a setup by the play person. 
[0055] next, operation of this system — ** — it explains concretely later on 
[0056] A play person performs game processing which breeds the monster as a 
display object in the subunit which can operate as a game machine of a simple 
substance by itself. A "monster" is an example of a character. 
[0057] A play person equips a game machine with a subunit. Then, when a play 
person operates a specific operation button, the data about each monster in a 
subunit are sent to the main part of a game machine. When a play person is plurality, 
the monster which each play person bred can be transmitted to the main part of a 
game machine. Thereby, each play person can make each one of monsters fight 
mutually on the main part of a game machine. 

[0058] Subsequently, when a play person performs the input which makes these 
monsters fight through a controller on the main part of a game machine, the battle 
scene according to the input is developed among monsters. 

[0059] A play person can set predetermined weighted solidity as the monster which 
each one manipulates through each one of controllers at the midst by which this 
battle game is processed. That is, it is setting new weighted solidity as a monster, or 
changing the existing weighted solidity etc. This setting processing has selection 
(aggressivity priority or defense force priority) of the property of a character, 
behavior selection (a kick, punch, jump) of a character, or selection of the capacity 
value of a character. For this setup, the setting screen (the 2nd picture) 
corresponding to each one of monsters is displayed only on the subunit of a play 
person's each one. In order to make it other play persons not show the content of a 
setting, this content of a setting is not displayed on the screen (the 1 st picture) 
corresponding to the main part of a game machine. That is, if other play persons see 
to the last or it is known, the information on a disadvantageous game advance is set 
up through the setting screen displayed only on this subset. The image shown with 
the signs 400 and 402 as stated above is a screen for a setup of even a display of 
****** to a subunit. The weighted solidity which can be chosen the picture of each 
one of monsters and beside this monster is displayed on each play person's subunit. 
Each play person chooses the weighted solidity which self desires with the direction 
key and determination button of a controller, and determines it. 
[0060] the play person who does not know that it is [ setting ] under processing — 
setting processing — on the way — it being alike and attacking the existing monster 
through other monsters which self bred carries out by being alike occasionally, and it 
arises Here, an attack is an example of the image processing performed to the 
monster which is a character. If this attack is permitted as it is at this time, a setup 
through the subsystem will not be successful, and game nature will stop in monotone 
or will be restricted. When it is going to complete a setup on the contrary for a short 
time, there is a problem which cannot perform a setup which a play person desires. 
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Then, a system as stated above shifts to an image-processing limit (relief) 
manipulation routine, when the CPU block of the main part of a game machine 
judges a main program that setting processing which used the subunit about the ** 
character during the execution is performed, in order to solve this problem. 
[0061] This routine offers the processing for restricting the control action to the 
character used as the candidate for a setting during the setting. For example, an 
indication "in strategy" is given to the character which exists during the setting, 
other play persons are notified of this, and it is made to refrain from processing of 
"an attack" etc. on the character concerned in the monitor which received 
processing of the main part of a game machine. [ which shows that it is under 
setup ] Or if it is not during a setting period for an attack to be impossible or to give 
the shield of processing which is not attacked, and imagination to the character 
under setting processing etc. even if it is going to devise an attack in a character, 
the image processing usually permitted is receiving a certain restrictions. Or even if 
it devises an attack, the result of an attack may not join a character. 
[0062] setting processing of storing setting data temporarily at predetermined 
memory storage, when it judges whether CPU which performs the aforementioned 
routine had the demand for setting processing to the character first as shown in 
drawing 10 and there is this input, in order to realize this — performing (S100) — a 
setting period solid line is carried out in image-processing control processing as 
stated above (S102) Subsequently, if it is judged whether setting processing was 
completed (S104) and this is affirmed, while image-processing limit processing will 
be ended, the set-up data are sent out to an image-processing means, the property 
of a character is changed according to the content of a setting, and it returns to a 
main routine. According to the input state of the operation button of a controller, 
the usual image processing of simulating the battle of monsters continues, and after 
a main routine return is performed. 

[0063] In this 2nd operation gestalt, the processing to which restricting-the 
processing which gives damage to character set as object of the setting processing 
by restricting image processing **** does not serve as a damage to this character 
does not necessarily need to be restricted. In addition, in this system, the data of 
the character by the side of the main part of a game machine can be transmitted to 
a subunit 3 through a controller 2. In a subunit, predetermined game processing can 
be carried out to this character information, and this can also be again sent to the 
image-processing means of a main part. Moreover, the controller connected to the 
main part of a game machine is not restricted to two, either, but can connect 3 or 4 
controllers to the main part of a game machine. Furthermore, a setting means can 
also be prepared in a subunit side. Each play person can also perform a setup on the 
strategy of being able to attack which monster to the main part of a game machine 
through a subunit further again. 

[0064] Next, the 3rd operation gestalt of this invention is explained. In a waging-war 
game, this 3rd operation gestalt is making it not realize in advance against 



2000-176176 



23 



specification of the strategy by the key stroke of the side here, or tactics, and the 
place which corresponds to a claim 1 3 or invention of 20, and is made into the 
purpose has it in offering the game processing system which can give the fairness of 
waging war. 

[0065] In addition, the main part 1 of game equipment applied in this 3rd operation 
gestalt Composition shown by above-mentioned drawing 1 (by the interconnection 
cable 160 which has connectors 161 and 162, a subunit 3) Composition which may 
be the structure linked to a controller 2 and was shown in drawing 7 (a subunit 3 
through an interconnection cable 1 60) Although you may be the structure which 
carries out a direct file to the connector of a controller 2, it supposes that the main 
part 1 of game equipment of composition of having been shown in drawing 7 is 
applied, and explanation of detailed composition is omitted here. 
[0066] Moreover, the product made from SEGAENTAPURAIZEZU and a tradename 
are "Dreamcast", and, as for the main part 1 of game equipment applied with the 
gestalt of this 3rd operation, the electrode holder 105 for CD-ROM is loaded with 
"American football simulation game software (CD-ROM)." 

[0067] In drawing 1 1 , two or more controllers 2 are connected to the main part 1 of 
a game machine, and the subunit 3 is connected to each controller. In the main part 
1 of a game machine, an image-processing means generates the 1 st image 
information. The screen corresponding to this image information is displayed on the 
television television machine to which the main part 1 of a game machine was 
connected. As shown in drawing 1 2 , a sign 500 is an example of the aforementioned 
television screen, is looking at the field of American football in bird's-eye view from 
one waging-war other party, and shows the strategy meeting time screen called 
"huddle" given between downs (between each of a first down-second down, a 
second down-third down, and a third down-force down). 
[0068] A subunit 3 generates the 2nd image information and the image 
corresponding to this image information is displayed on the liquid crystal display 
section of a subunit. They are the switches 502a, 502b, and 502c for a sign 502 
being an example of this display screen, respectively, as shown in drawing 1 3 , for 
example, choosing offensive formations (T FOMENSHON, I formation, a wish bone 
formation, shotgun formation, etc.) in the subunit 3 (sign 502) by the side of an 
attack. — 502n is displayed. In addition, the switch for choosing the formation of 
defense is displayed also in the defense's subunit 3. 

[0069] Here, if a play person operates the specific key of a controller and chooses a 
specific switch, the inverse video of the selected switch will be carried out, and the 
command corresponding to this switch will be sent out to the main part of a game 
machine from a controller. The "switch" and command which were displayed on this 
liquid crystal display section correspond to the 2nd image information. 
[0070] That is, only a "huddle" screen is displayed on a common screen and 
selection of the formation of an attack side and the defense has on it composition 
performed with the screen on the subunit 3 connected to the controller 2. For this 
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reason, a play person becomes possible [ determining the next attack and the 
formation of defense as a partner, without realizing strategy ] mutually. 
[0071] Below, outline operation of an American football game is explained according 
to the flow chart of drawing 15 . 

[0072] It chooses any [ a kickoff side (defense) or ] of an end zone (attack) which 
should be protected they are among waging-war partners. 

[0073] Next, a game is started by kicking in the other party zone from the point 
whose team which took kickoff is 35 yards of a self-army (S550). 
[0074] The player by the side of an attack of the kicked ball catches, and an attack 
is started. 

[0075] A "huddle'' is between each attack, in this "huddle", the formation for an 
attack is determined or the formation for the defense is determined (552 S 554). 
[0076] In this case, although the screen in which it is shown that it is during 
"huddle" time is expressed in common screens (TV screen etc.) as the operation 
form of **** 3 (S556), the defense's formation list is not displayed an attack side. 
This list is displayed on the display screen of the subunit 3 connected to the 
controller 2 which each one has (S558). For this reason, since a formation can be 
determined without an attack side and the defense realizing a mutual partner s 
strategy, a game can be attended under a fair situation. 

[0077] Since, as for selection of a formation, the switch is formed for every 
formation on the display screen of a subunit 3 (displayed), a play person chooses the 
switch corresponding to the formation to wish, the inverse video of (S560) and the 
switch is carried out by performing predetermined operation, the command of the 
purport which attacks the next down by the formation is transmitted to the main 
part 1 of game equipment, and various setup is made (S562). 
[0078] Next, when 4 more times of the rights of an attack (first down) can be 
acquired and are not able to be advanced 10 yards between FO downs because 10 
yards or more progress among four downs (FO down), offense and defense change 
an attack side (S564, S566). 

[0079] In addition, if a sphere can be carried forward to an enemy end zone, it is 
"touching down" and a predetermined score can be obtained. In addition, there is 
also a score by the field goal. 

[0080] In addition, although it was made not to express the formation list of [ at the 
times of a "huddle" ] as the operation gestalt of the above 3rd on common screens 
(TV screen etc.), you may make it display the front formation list concerned on this 
common screen by setup. For example, when advancing a game, explaining [ do not 
need to make it display on sub YUNITTOA purposely, or ] the content of operation 
among waging-war partners when a skillful degree is large, in playing a match against 
a computer, it is because there is that it is more convenient to display a formation 
list on a common screen. 

[0081] As the display to such monitor display is shown in drawing 14 , it can divide 
into the upper and lower sides of a screen by the defense an attack side, and a 
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switch 503 can be displayed per five items. By the way, although the formation list 
acted the scrolling method with the operation gestalt of **** 3 for a certain reason, 
and showed five or more kinds of directions which can scroll with the trigonum mark 
504 and illustration was omitted, it is made to display the page (present page / total 
page) currently scrolled. 

[0082] Moreover, although the formation list was displayed on the subunit 3 of 
attachment for a controller 2, it connects between the communication personal 
digital assistants (PDA) generally applied, and you may make it transmit and receive 
the data displayed on the aforementioned subunit 3, the command data to data, etc. 
with the operation gestalt of the above 3rd. In addition, it has an image display 
screen and you may make it transmit and receive between the cellular phones and 
PHS which have a communication terminal function. 
[0083] 

[Effect of the Invention] The timing made to observe the display prepared 
individually can be suggested effectively, without according to the invention in this 
application, giving an indication which checks the view of the world of a game, since 
a play person's consciousness was constituted possible [ a stimulus ] in game 

equipment with two or more displays corresponding to the display. Therefore, in the 

i 

game using two or more displays of a game scenario, the display which should be 
recognized can be told automatically and the game which does not apply a burden to 
a play person can be offered. 

[0084] Moreover, when providing two or more play persons with image information 
individually, it is possible, since it constituted possible [ a notice of the timing made 
to observe the display individually prepared for the play person by vibration ] 
according to the invention in this application to offer individual image information, 
without being known by other play persons. Therefore, in the game using two or 
more displays of a game scenario, since a play person can be provided with 
information individually and in secrecy, the game of the new scenario which was not 
conventionally can be offered. 
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DESCRIPTION OF DRAWINGS 



[Brief Description of the Drawings] 

[Drawing 1] It is the connection conceptual diagram of the game equipment of the 
1st operation gestalt. 

[Drawing 2] It is the block diagram of the game equipment of the 1st operation 
gestalt. 

[Drawing 3] It is a flow chart explaining operation of the main part of game 
equipment concerning the 1 st operation gestalt. 

[Drawing 4] It is a flow chart explaining operation of the subset concerning the 1 st 
operation gestalt. 

[Drawing 5] It is the scenario and the example of image display in the case of using 
the sound notice concerning the 1 st operation form. 

[Drawing 6] It is the scenario and the example of image display in the case of using 
the oscillating notice concerning the 1 st operation form. 

[Drawing 7] It is the improvement view of the game system shown in drawing 1 . 
[Drawing 8] It is the outline block diagram of the game system concerning the 2nd 
operation gestalt. 

[Drawing 9] It is the detailed block diagram of the game system concerning the 2nd 
operation gestalt. 

[Drawing 10] It is the operation flow chart of the game system concerning the 2nd 
operation gestalt. 

[Drawing 11] It is the schematic diagram of the game equipment (equivalent to the 
game equipment of drawing 7 ) concerning the 3rd operation gestalt. 
[Drawing 12] It is the front view of the common screen (television screen) 
concerning the 3rd operation gestalt. 

[Drawing 1 3] It is the front view showing each tactical list screen displayed on the 
subunit concerning the 3rd operation gestalt. 

[Drawing 1 4] It is the front view at the time of displaying each tactical list on a 
common screen (television screen). 

[Drawing 15] It is an operation flow chart concerning the 3rd operation gestalt. 
[Description of Notations] 

1 — Main part of game equipment 

2 — Controller 

3 — Subset 

113 — Main monitor (1st display means) 
39 — Sub monitor (2nd display means) 

34 — Oscillator circuit (consciousness stimulus means) 

35 — Loudspeaker (consciousness stimulus means) 

36 — Piezo drive circuit (consciousness stimulus means) 

37 — Piezo-electric element (consciousness stimulus means) 
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